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Because you never stopped trying to keep them safe. 



Age 2 



Age 16 



Help prevent distracted driving with the new 
Safe Driver Car Connection' from Straight Talk Wireless. s , _ . 

It blocks text messages, tracks your vehicle in real time and lets you monitor your teen's driving. Car Conner 
Go to StraightTalkConnectedLife.com for more great products. The World Needs More Straight Talk. GC IOn 
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FROM THE PUBLISHER 


S amers are frequently creatures of 
habit, so much so that many game 
developers have adopted relent¬ 
less annual release schedules, shuffling 
out series' installments as regularly as the 
autumnal equinox. 

For some series, such as Madden NFL and 
NBA 2K, development teams rely on roster 
updates intermixed with a handful of new 
features to satisfy their rampant fan bases. 

At the end of the day, people still buy them 
to play simulated football and basketball. 

Others, like Assassin's Creed and Call of 
Duty, demand something more: features 
such as new locations, intricate storylines, 
and interesting characters to keep fans com¬ 
ing back for more. 

Then, every so often, a game franchise 
makes a huge leap, as with our cover game 
this month, Call of Duty: Advanced War¬ 
fare. In this installment, the series that has 
already visited World War II and been trans¬ 
ported into the realms of Modern Warfare 
and Black Ops jumps into the future. 

Not quite a sci-fi game, but using tech 
that is clearly ahead of its time, Advanced 
Warfare gives players a chance to enter a 
world where combat is frequently deter¬ 
mined by those who have the best weapons 
and armor. And it's in this advancement that 
the game gives players the kind of fresh 
start they've been clamoring for. 


More than that, though, Advanced War¬ 
fare represents a new direction for Call of 
Duty. It's the first installment by Sledgeham 
mer Games, bringing to three the total 
ber of studios developing Call of Duty titles. 
This means each studio should have three 
years to develop new titles, up from the 
yearsTreyarch and Infinity Ward are used 
And that means better games for us. 

Expect to see more big game titles go 
this direction, as developers need more 
time to take advantage of the enhanced 
features available on the new generation 
of game consoles, thanks to their insanely 
powerful processors. 

It's certainly no easy task to get fans to 
buy a new game in your series every year. 
But as long as publishers keep innovat¬ 
ing the way Activision did by bringing in 
Sledgehammer, it looks like we’ll be 
fantastic games for years to come. 

And lets hope they keep augmenting 
their very popular series with new IPs, 
we have new franchises to look forward 

Keep reading Walmart GameCenter 
magazine for all the latest information on 
the games you love, and we promise to 
you at the center of everything gaming. 
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The Disney Infinity: Toy Box Starter Pack (2.0 Edition) includes everything you need 
to jump into Toy Box 2.0! Purchase additional Figures and Play Set packs to unlock new adventures! 


*The Disney Infinity: Marvel Super Heroes (2.0 Edition) Video Gam 

include the same Disney Infinity (2.1 




WiiUi 


TOY BOX 

STARTER PACK 


DISNEY INFINITY: TOY BOX 
STARTER PACK (2.0 Edition) 


1 Disney Infinity (2.0 Edition) Video Game* 

1 Disney Infinity (2.0 Edition) Base 

2 Disney Originals Figures: Merida and Stitch 
2 Disney Originals Toy Box Game Discs 

1 Web Code Card 
1 Poster 


©Disney.©Disney/Pixar. The "PS” Family logo and "PS3” are registered trademarks and "PS4'’ is a trademark of Sor 










DISNEY INFINITY: MARVEL SUPER HEROES 
_ STARTER PACK (2.0 Edition) 


1 Disney Infinity (2.0 Edition) Video Game* 

1 Disney Infinity (2.0 Edition) Base 

3 Marvel Super Heroes Figures: Iron Man, Thor and Black Widow 

2 Marvel Super Heroes Toy Box Game Discs 
1 Marvel’s The Avengers Play Set piece 

1 Web Code Card 
1 Poster 


Starter Packand Disney Infinity: Toy Box Starter Pack (2.0 Edition) 

Edition) Video Game Disc/Software. 


VXBOXONE $ XBOX 360 


Computer Entertainment Inc. Nintendo trademarks and copyrights are properties of Nintendo. © 2014 MARVEL 
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MICROSOFT BUYS MINECRAFT 
DEVELOPER MOJANC 


I n what was easily one of the biggest and most surprising devel¬ 
opments in videogaming this year, Microsoft recently acquired 
Minecraft developer Mojang for $2.5 billion in cash. 

Starting as the personal project of one man, Swedish programmer 
Markus "Notch" Persson, Minecraft has become one of the most suc¬ 
cessful games of all time, already selling more than 50 million copies 
worldwide, with sales showing no signs of slowing down. Because of its 
success, it's no surprise that the studio and the rights to Minecraft were 
attractive to another publisher. However, Microsoft being the company 
to swoop in and pick them up did come as a shock to many. 

"Gaming is a top activity, spanning devices from PCs and consoles to 
tablets and mobile, with billions of hours spent each year," said Microsoft 
CEO Satya Nadella on the official Microsoft website. ‘‘Minecraft is more 
than a great game franchise — it's an open-world platform driven by a 
vibrant community we care deeply about, and it's rich with new opportu¬ 
nities for that community and for Microsoft." 


"MINECRAFT WILL CONTINUE TO EVOLVE, 
JUST LIKE IT HAS SINCE THE START 

of development: - OWEN HILL, CHIEF WORD OFFICER, MOJANC 


Of course, news of the deal instantly brought up a number of ques¬ 
tions for fans of the game, including concern over what it would mean 
for the future of Minecraft, a project Mojang has continued to update and 
expand for more than five years now. 

“Minecraft will continue to evolve, just like it has since the start of devel¬ 
opment," Owen Hill, Mojang's chief word officer, wrote in the company's 
announcement of the deal. “We don't know specific plans for Minecraf it's 
future yet, but we do know that everyone involved wants the community 
to grow and become even more amazing than it's ever been. Stopping 
players making cool stuff is not in anyone's interests." 

Another big question looms over the future of Minecraft now that 
the game and its creators are a part of Microsoft: What happens to the 
versions of the game that exist on non-Microsoft gaming platforms? Mine¬ 
craft has become a big hit on both the PlayStation 4 and PlayStation 3, 
and the just-released PlayStation Vita version also promises to be popular. 
Will those versions go away or no longer be supported? Both Microsoft 
and Mojang promise that fans will continue to explore its vast worlds, 
build fantastic creations, and run away from Creepers on every system 
Minecraft exists on — for now and for the foreseeable future. 

If anything, the worry isn't about what happens to the Minecraft we all al¬ 
ready know and love — the question, instead, could be whether a potential 
future Minecraft 2 ends up being exclusive to Xbox or Windows hardware. 
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CALL OF DUTY: ADVANCED WARFARE MLG SEASON 
PROMISES EXCITEMENT FOR FANS AND PLAYERS ALIKE 


T he release of Call of Duty: Advanced teams will go at it on a daily basis, fighting 

Warfare won't just usher in a new era to earn $75,000 in prizes and $96,000 in 
of high-tech combat for first-person- guaranteed payments over the course of 
shooter fans everywhere — it'll also help Season 1, which ends in February. Regular 

launch a season of competitive Call of Duty season competition is online, while playoffs 

gaming that promises action, excitement, and will be offline. 

some serious cash prizes. With those four open slots up for grabs at 

The MLG 25k Open Series Call of Duty: the Columbus event, up-and-coming teams 

Advanced Warfare Tournament will be Nov. have a chance to challenge the old guard for 
28 - 30 in Columbus, Ohio. At the event, more a place on the winner's podium, 
than 140 teams will face off for $25,000 in Fans of Call of Duty or eSports in general 

prizes, 25,000 MLG Pro Points, and four open can keep up with the major happenings in 

slots in Season 1 of the MLG Pro League. the MLG Call of Duty: Advanced Warfare Pro 

As soon as the event in Ohio is over, the League at www.callofduty.com/eSports, and 
full MLG Call of Duty: Advanced Warfare Pro watch the daily Call of Duty: Advanced Warfare 

League season will start, in which 12 pro matches at MLG.tv. 




KINGDOM HEARTS III WILL NOW 
BE POWERED BY UNREAL ENGINE 4 


fter he departed from the develop¬ 
ment of Final Fantasy XV to work 
full-time on Kingdom Hearts III, 
directorTetsuya Nomura announced the 
much-anticipated continuation of Sora's amaz¬ 
ing adventures would switch technology to 
Epic Games'Unreal Engine 4. 

During a recent interview in Japan, Nomura 
said most of the transition has been going 
smoothly, but acknowledged there have been 
a few hiccups in the switch from the game's 
previous development platform, which is 
assumed to have been the publisher's own 


Luminous Engine. However, Nomura wasn't 
worried about the setbacks, saying that with 
the help of the team at Epic Games, develop¬ 
ment would be running smoothly again. 

While many players may not know or care 
about the differences this switch will make, it'll 
more than likely produce a very positive result: 
Kingdom Hearts Ill's development should be 
both faster and smoother, thanks to the power, 
robustness, and wider industry support for 
Unreal Engine 4. So, it may now take less time 
to get the finished game into your hands and, 
more importantly, your consoles. 




NOVEMBER 



©arrie center 












GAMING GOSSIP 


A DARKSTALKERS DREAM DIES , RESIDENT EVIL LIVES ON ' 
AND EVERYONE HAILS TO THE CHIEF 


S tep right up, my loyal Quarterma- 
niacs, as we set sail once again into 
a clear blue ocean of some of gam¬ 
ing's juciest gossip and rumors. I know, I know 
— most of you have already turned your 
sights to football and pumpkin spice lattes 
and left behind thoughts of warm waters and 
sunny days. Given all the fantastic games I've 
been playing recently, I've spent far too many 
of my recent days indoors, so I'm not ready to 
give up desperately clinging to thoughts of 
summer just yet... 

Something I have to give up on, how¬ 
ever, is hope for another major chapter in 
Capcom's distinctive fighting franchise, 
Darkstalkers. During a recent interview in 
Japan, Yoshinori Ono — the Street Fighter IV 
producer who's championed a proper return 
of Demetri, Morrigan, and the rest of the 
Night Warriors — acknowledged that, due to 
lower-than-hoped-for sales of the Darkstalk¬ 
ers Resurrection collection, a new installment 
wouldn't be coming anytime soon. However, 
the Q-Mann's spies say not only were the 
gears turning on a new Darkstalkers game, 
but that it was even running in some form. It's 
a shame those plans have been shelved, but 
it leaves Capcom open to focus on a far more 
important fighting-game release, one with a 
V-shaped roman numeral in its title... 

Hang on, because this ride ain't leavin'the 
Capcom rumors road just yet! While Square 
Enix's long-running RPG series taught us 
to never believe the meaning of the word 
"final," it seems the upcoming Resident Evil: 
The Final Chapter will be the end for Chris, 

Jill, Leon, Claire, and the rest of Capcom's 


zombie-fighting bunch when it comes to 
the big screen. Ah, but again, maybe "final" 
really isn't so final, as trade outlet Variety 
caught word that Constantin Film — the 
German production house responsible for all 
six Resident Evil movies — wants to continue 
the series as a live-action TV series after the 
last movie is released. Now, the Q-Mann 
has heard nothing concrete on what the 
style of the show would be, but let him tell 
you what he'd envision: a re-imagining of 
Capcom's characters to make them more 
down to earth, where we're introduced to 
each as the main group first tries to survive 
aT-virus outbreak in a small American city, 
then various locations around the entire 
country — all told in a darker, more dramatic 
way compared to the films. What's that? That 
sounds just like AMC's hit TV show The Walk¬ 
ing Dead ? If there's one thing the Q-man has 
never let stop him in life, it's thinking about 
things in a logical, rational manner... 

Finally, chaos nearly erupted in the gaming 
community when it was hinted that Halo 5's 
new character, Agent Locke, might dare to 
dream of being the main star of the game, 
as opposed to the series' long-running pro¬ 
tagonist, Master Chief. Fear not, Halo fans: The 
Chief is still large and in charge. Developer 
343 Industries' Frank O'Connor took to the 
Internet to reassure everyone, saying, "Master 
Chief is the main character and hero." He also 
confirmed there were absolutely no plans to 
push the legendary Spartan from the lime¬ 
light — which is great, except for the huge 
pile of “Un-Locke the Future of Halo"T-shirts I 
printed up in anticipation ... 0 
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THIS MONTH'S TOP-SELLING VIDEOGAMES... 

DESTINY 

ACTIVISION 

XBOX ONE, PSA, XBOX360, PS3 

Q 

MADDEN NFL 15 

EA SPORTS 

XBOX ONE, PS4, XBOX360, PS3 

□ 

NBA 2K15 

2K 

XBOX ONE, PS4, XBOX360, PS3 

m 

FIFA SOCCER 15 

EA SPORTS 

XBOX ONE, PS4, XBOX360, PS3 

□ 

SUPER SMASH BROS. 

NINTENDO 

3DS 

□ 

MIDDLE EARTH: 

SHADOW OF MOROOR 

WARNER BROS. INTERACTIVE ENTERTAINMENT 
XBOX ONE, PS4 
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DISNEY INFINTY: 

MARVEL STARTER PACK 

DISNEY INTERACTIVE 

XBOX ONE, PS4, XBOX360, PS3, WIIU 
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GRAND THEFT AUTO V | 

ROCKSTAR GAMES 

360, PS3 I 
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SKYLANDERS: 

TRAP TEAM STARTER PACK 

ACTIVISION 

XBOX ONE, PS4, XBOX360, PS3, WII, WII U, 3DS 
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CALL OF DUTY: GHOSTS 1 
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XBOX ONE, PS4, WII U, XBOX360, PS3, PC 1 

□ 
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BLIPPTHE INTERACTIVE DRAGON IMAGE AND: 


ENTER THE SWEEPS* FOR A CHANCE 
TO WIN A DRAGON AGE™ INQUISITION 
BRANDED XBOX ONE CONSOLE 


TAKE A SELFIE WITH A DRAGON 


WATCH THE GAME TRAILER 


^ XBOX ONE 
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ASSASSIN'S 
CREED UNITY 


“Unity is the first fully new-gen Assassin's Creed and represents the beginning of the next 
cycle of Assassin's Creed games. Consequently, we consider it a new beginning, from its 
lowest-level mechanics to its highest-level narrative. Navigation is more fluid and organic, 
and we've provided players with greater control by adding such features as the controlled 
descent. Stealth has also been completely overhauled, and we've focused on reinforcing 
the player's sense of power and control by adding a cover system and more. As for combat, 
it's deeper and more challenging than ever. We also focused on progression, game-world 
structure, and added a deep layer of customization to Arno Dorian, the protagonist of Unity. 
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PLATFORMS XBOX ONE, PS4 (360, PS3 OCTOBER 28) 


“WWE 2K15 is our first release on the latest generation of consoles, and with that, we set out 
to create an entirely new game experience that includes delivering the most realistic visuals, 
presentation, and gameplay that's ever been seen in a WWE game. We're utilizing a brand- 
new face- and body-scanning system, allowing us to create the most lifelike versions of the 
WWE Superstars to date; created a new gameplay systems and controls that let you play out 
matches just like you see on RAW or your favorite pay-per-view event; and spent countless 
hours with WWE Hall of Famer Jerry'The King' Lawler and WWE broadcaster Michael Cole, re¬ 
cording more commentary than ever before. We also brought the most requested feature to 
the Xbox One and PS4 editions this year: MyCareer, which is the series'first full career mode. 
With it, fans can finally play out their dreams of becoming a WWE Superstar." 

—MARK LITTLE, EXECUTIVE PRODUCER, VISUAL CONCEPTS 
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Available while 
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SID MEIER'S 


CIVILIZATION 

BEYOND EARTH 


□ DEVELOPER FIRAXIS GAMES 

■ PLATFORM PC 

■ RELEASE DATE 10.24.2014 


"While this game will be recognizable to people who played Civilization V, we've put a lot of 
changes to make Beyond Earth its own game. Since we're set in a future, science-fiction set¬ 
ting, we're less reliant on covering the history of the world, which gives us a lot of flexibility 
in terms of what we can add. We don't know what the future of technology will be, but we 
know it might go in any number of directions, so instead of a linear tech tree, we've got 
a more open-tech choice and allow you to move across this technology web and decide 
what the future of human technological progress will be. We've also added an orbital layer, 
and there are a number of different orbital units, ranging from science and communica¬ 
tions types to military satellites — and even a creature called the Rocktopus, which can 
function as a kind of an organic satellite." 

—DAVID MCDONOUGH, CO-LEAD DESIGNER, FIRAXIS GAMES 
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DISNEY FANTASIA: 

MUSIC EVOLVED 


■ PLATFORMS XBOX ONE, 360 


"Disney Fantasia: Music Evolved is a unique music game that uses Kinectfor XboxOne and 
Xbox 360. In the original Fantasia film, Mickey Mouse dreamed of conducting music that 
could shape the heavens and oceans. We want you to feel like you're doing that, too. So, 
you'll use your hands to perform a wide range of music, and the better you move in time 
with the musical cues, the more you'll be able to remix the songs and even add your own 
music to them. Walt Disney imagined Fantasia as an ever-evolving concert feature, with 
new songs being added to it over the years, and the soundtrack of our game reflects where 
we might be today if Walt's dream had been realized. We kept some of our favorite, timeless 
pieces from the movie, such as'Night on Bald Mountain,'but we also added such classics as 
Queen's'Bohemian Rhapsody,'as well as new songs like Lorde's 'Royals.'" 

—JONATHAN MINTl LEAD DESIGNER, HARMONIX MUSIC SYSTEMS 


BUY NOW at WALMART and WALMART.COM 
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EXCLUSIVE CONTENT 

RETURNING PLAYERS GET: 
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WEAPONS AND MORE 
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MIDDLE-EARTH: 

SHADOW OF MORDOR 
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■ ■ ith a name dial conjures images of the mysterious black rectangle 

Sill obelisk from the mov le .'001: A N;\ke L\I\^c\, you'd e\pei t that 

^0 ^0 Monolith Productions'designers would slip a number of secrets into 
the many games they've made over the years. But after talking to director of 
design Michael de Plater, community manager Andy Salisbury, and writer Dan 
Abnett, it's clear there aren't secrets just in the game, but in their offices as well. 
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To make sure the Uruks in Shadow of Mordor 
didn't all act the same, Monolith hired Dan 
Abnett, who's best known for co-writing the 
Guardians of the Galaxy comic books that 
inspired the movie you all love so much.This 
isn't Abnett's first foray into interactive enter¬ 
tainment, though. "Because of my work on the 
Guardians comic," he explains, "I waS Jnired to 
write the mobile game Guardians of the Galaxy: 
The Universal Weapon that came out around 
the time of the movie. I also spent most of the 
last two years writing the story and the script 
for Alien: Isolation as well.” 
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For Abnett, creating the Shadow ofMordor 
Uruks was a serious, time-consuming job. But 
while he tried to make it fun, doing so kind of 
backfired on him. As de Plater explains, "Dan 
wanted the Uruk characters to sound like 
English movie gangsters, like Ben Kingsley and 
Ray Winstone. But after writing in character, he 
couldn't stop talking like that." 



The irony of Abnett's speech patterns is that 
the Monolith kids ended up speaking like 
bad guys, just different bad guys. "The team 
at Monolith has worked so faithfully on their 
Uruks, that they started to use the Uruks'dia- 
logue and mannerisms as communication in 
the office," de Plater says. "They even renamed 
Mike Forgey, the game's executive producer, 
Forthog. Thankfully, they've yet to [deteriorate] 
completely into a culture of fear and hate." 



As you'd expect, there are some references 
to J.R.R. Tolkien's novels in Shadow of Mordor, 
including some well-hidden Easter eggs. We're 
not about to spoil those for you, but de Plater 
wanted you to know that “there are some 
Easter eggs about the mysterious Blue Wizards 
to be uncovered within Shadow ofMordor. 

The Blue Wizards are the other two mysteri¬ 
ous Istari, along with Gandalf, Saruman, and 
Radagast, whose fate is unknown." 



While there are nods, as we said, to Tolkien's 
novels, not all the Easter eggs in Shadow 
ofMordor come from your local bookstore. 
"There are also some Easter eggs from old 
Monolith games hidden away in Mordor, 
including some lines of dialogue from a game 
featuring everyone's favorite female spy,"de 
Plater says. 



Given that Shadow of Mordor is based on Peter 
Jackson's The Lord of the Rings and The Hobbit 
movies as much as it is Tolkien's books, you’d 
think deciding how some characters look 
would be as easy as hitting "play" on a Blu-ray 
player. Though, as de Plater admits, it seems 
someone put in the wrong disc. “The first con¬ 
cept art of Sauron," he recalls, "bore an uncanny 
resemblance to the Goblin King, the character 
played by David Bowie in Labyrinth ." 



Although making Shadow of Mordor has been 
a full-time job for Monolith's designers, they 
still have found some time to sit back, relax, 
and kick it. “Monolith has two soccer teams 
that compete in a weekly league against de¬ 
velopment studios in the greater Seattle area," 
de Plater says."SnakeFist FC was the team we 
launched the league with a few years ago, but 
now we have two teams: Snakeswarm FC and 
GrizzlyFist FC. Our rivals include such studios 
as Bungie, 343 Industries, ArenaNet, 5th Cell, 
Valve, and Wargaming." 



What is it about game developers and Nerf 
guns that always leads to all-out war? "The de¬ 
velopment team regularly engages in secret, 
non-violent, office assassination campaigns, 
silently eliminating targets with spoons or 
Nerf guns throughout the week until only one 
winner survives,"de Plater says. "The rules are 
simple: You track down and eliminate a target 
while another player is tracking you. You don't 
know who's hunting you, and the person 
you're hunting won't know you're after them. 
We even built a dedicated internal website to 
track targets and keep score." 



When not shooting each other with spongy 
bullets, the Monolithers like to get bored. 
Sorry, that should be board. "A bunch of em¬ 
ployee hobbyist groups regularly meet within 
the halls of the studio," Salisbury says. "Many of 
those [meetings] revolve around board games, 
and they meet to play anything from Magic: 
The Gathering to Settlers ofCatan. But, perhaps 
coolest of all, is that they'll sometimes bring in 
board games they've made themselves." 



As if Nerf wars and board games weren't 
enough. Monolith has its own tiki bar. "While 
the weather outside might not be tropical in 
the Pacific Northwest," Salisbury says, "within 
the development studio, the mood is kept fes¬ 
tive with a fully stocked tiki bar, complete with 
umbrellas, lights, and coconut bras." 
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he word "innovation" might be one of the most abused 
terms in the world of videogames, but it's hard to think 
of a better way to describe what Call of Duty: Advanced 
Warfare has set out to bring to its long-running franchise. As the 
first title in the series to be built first and foremost for the Xbox 
One and PlayStation 4, it's full of impressive technical advance¬ 
ments, as well as a bold new approach to storytelling that tackles 
a futuristic world where private military corporations control the 
geopolitical landscape. 
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But the most striking innovation might be 
that Advanced Warfare introduces significant 
changes to gameplay, adding to the tried-and- 
true basics that have been in place since Modern 
Warfare to mix things up in a major way. This is 
Call of Duty, but not as you know it. 

At the heart of that gameplay evolution is a 
high-tech exoskeleton — affectionately known 
as “the Exo," for short — that affects every aspect 
of Advanced Warfare, including multiplayer and 
the new four-player co-op mode, Exo Survival. 
"The Exo is the heart and soul of the game," 
says Sledgehammer co-founder and head of 
development Michael Condrey."We talk about 
it as the thing that's at the core of the advanced 
soldier. It very much was the catalyst, the 
genesis of this way to change how you move, 


with a brand-new fundamental movement set, 
mechanics, strength, and speed." 

What that means, in practical terms, is the 
Exo enables a whole new layer of mobility on 
top of everything you already loved about the 
Call of Duty experience. Rather than simply 
sprinting, mantling over walls, and ducking 
behind cover, you can now leap to extraordi¬ 
nary heights with a midair boost jump, dodge 
rapidly from side to side, and even crash down 
on your opponents from above with a pum- 
meling slam. 

In addition, an entirely new class of abilities, 
such as cloak and a deployable riot shield, that 
can help you turn the tide of a fight instantly. 

In terms of gameplay impact, it's the single 
largest addition in the series' history, one that 


enables players to tackle every encounter with 
deeper strategies that use all the options at your 
disposal and all three dimensions of movement 
to come out on top. 

While the Exo may be the most pervasive ad¬ 
dition to gameplay, it's far from the only surprise 
Advanced Warfare has in store. The near-future 
setting brings a host of new weapon types and 
gadgets that expand your possibilities in each 
and every combat encounter. Take the new 
types of grenade, for instance. In addition to 
the standard chuck-it-and-wait-for-the-boom 
variety, you'll have access to smart grenades 
that can automatically locate and home in on 
enemies, as well as threat-detection grenades 
that scan the environment and outline your at¬ 
tackers in red on a heads-up display. > 


THE EXO 15 THE HEART AND 5DUL OF THE DAME." 2 
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I If you've only heard one thing about 
8 Advanced Warfare, it might be that the 
game's cast is packing some serious star 
power. Academy Award-winner Kevin 
I Spacey —who these days is playing 
5 the conniving Frank Underwood on the 
Net-flix political drama House of Cards — 
lends his voice, likeness, and considerable 
charisma to Jonathan Irons, the ruthless 
CEO of Atlas Corporation, through the use 
of state-of-the-art performance-capture 
I technology. 

WORKING WITH 
SPACEY TURNED OUT 
TO BE EVERY BIT 
A5 EXCITING A5 THE 
TEAM HAD HOPED 

I "We actually wrote the part with Kevin 

in mind, not knowing if we would get him 
or not," says Sledgehammer co-founder 
j and general manager Glen Schofield. 
When it came to cast the role, Schofield 
says, that dream became a reality, and 
working with Spacey turned out to be ev¬ 
ery bit as exciting as the team had hoped. 

"On the set, he was collaborative. He 
was a partner. He got to know the charac¬ 
ter very, very well. One thing I'll say is that 
being 10,15 feet away from a two-time 
Oscar winner when he's doing his craft is 
a rare privilege and something that we 
| don't take for granted." 




“WE WANTED TD CREATE A NEW TYPE DF CONFLICT 
THAT WE HADNT SEEN IN THE FRANCHISE BEFORE.” 

- BRET ROBBINS, CREATIVE DIRECTOR OF DESIGN 


These futuristic elements don't just to benefit 
the gameplay. They make the game's setting — 
and, by extension, its ambitious campaign nar¬ 
rative — all the more believable. In a first for the 
series, you'll play through the entire Advanced 
Warfare story from the perspective of a single 
man. Jack Mitchell, an employee of a private 
military firm known as the Atlas Corporation. 

According to Bret Robbins, creative director 
of design, the decision to focus on PMCs sprung 
from a desire to tell a different kind of story. "We 
wanted to create a new type of conflict that 
we hadn't seen in the franchise before," he says. 
"Instead of a country-versus-country conflict, we 
hit on the idea of a country versus a corporation. 
What kind of conflict would that look like, when 
you don't have traditional borders? Where the 
enemy could be anywhere and didn't adhere to 
the normal rules of a government?" 

That shift means Advanced Warfare will be 
able to delve into questions of power, politics, 
and moral ambiguity in a big way — meaty 
topics for a franchise that's built itself on fairly 
straightforward showdowns between good guys 


and baddies. To pull it off with the necessary 
gravitas, the team tapped into some serious 
acting talent and top-of-the-line performance- 
capture technology, but they also went one 
step further and reconsidered the basics of how 
they’d tell their tale. "We wanted to have the sto¬ 
ry unfold around you, so you live the story rather 
than being told about it,” Robbins says. "All the 
critical moments in the story needed to happen 
in real time. This influenced some of our level 
designs, where we sometimes would emphasize 
pacing and storytelling over action so that the 
player really feels immersed in the world." 

It's certainly a step in a new direction, and 
with a franchise as insanely popular as Call of 
Duty, significant change is always going to be a 
risky endeavor. It's a precarious balancing act to 
give fans both the familiar elements they love 
with something new. If the team at Sledgeham¬ 
mer can pull it off, however. Advanced Warfare 
might prove to be the most exciting entry the 
series has seen in the better part of a decade 
— one that paves the way for a new, more ambi¬ 
tious era of Activision's juggernaut shooter. 6 
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II the titles in TT Games' acclaimed his favorite locations and spirit them away. This 
LEGO series feature similar gameplay, opens up a huge array of new locales, game 

relying on the characters and settings director Arthur Parsons says, 
to differentiate the adventures. Of all those "You can explore iconic DC locations like the 

different LEGO worlds, however, Batman's has Watchtower and the amazing Lantern worlds," 

proven to be the most popular. he says. "The Lantern planets are a huge part of 

LEGO Batman 3: Beyond Gotham takes the the game, and they're incredibly rich and var- 
Caped Crusader into space, chasing after ied, which really allowed our artists to stretch 

Brainiac, who's using a shrink ray to minimize their creative legs." 




The environments in LEGO Batman 3 offer 
more variety and bigger areas to explore than 
any previous LEGO game. There's even an un¬ 
precedented level of variety in the gameplay. 

"In terms of scope, LEGO Batman 3: Beyond 
Gotham is definitely our most ambitious title 
to date," Parsons says. "There are things in the 
game that we've never tried before, such as 
virtual missions, space-shooter levels, planet 



"IN TERMS OF SCOPE, LEGO BATMAN 3: BEYOND 
GOTHAM IS DEFINITELY OUR MOST AMBITIOUS 
TITLE TO DATE. 


ARTHUR PARSONS, GAME DIRECTOR 















LEGO Batman 3 is chock-full of great DC 
characters, but what's life without a bit 
of the offbeat? In addition to the usual 
members of the Justice League and other 
well-known DC stalwarts, there are plenty 
of wacky and unusual characters, too. 
Here are some of our favorites. 


In the early'60s, Bat-Mite was a thorn in 
Batman’s side. An imp from an alternate 
dimension, he idolizes Batman but has a 
tendency to get in the way. 


Yes, Superman has a dog. Jor-EI put 
Kal-EI's boyhood pet in a test rocket that 
drifted off course and eventually landed 
on Earth to reunite with his grown-up 
master. 


He's like Spider-Man, only evil! No, Man- 
Bat was actually a scientist who invented 
a serum to reverse his deafness. Instead, 
he turned into a bat. 


Like Bat-Mite, Mr. Mxyzptlk wants noth¬ 
ing more than to thwart Superman's 
superdeeds. Apparently, life is boring 
in other dimensions — and annoying 
superheroes is fun. 


Bat-fans know West from his iconic 
portrayal of Batman in the campy '60s TV 
show. Now you can play as West himself 
and enjoy his bricktastic voice work. 


'THERE ARE THINGS IN THE 
GAME THAT WE'VE NEVER 
TRIED BEFORE,SUCH AS 
VIRTUAL MISSIONS AND MORE 
CHARACTERS AND ANIMATION 
THAN ANY OF OUR GAMES HAS 
HADBEFORE." 

-ARTHUR PARSONS, GAME DIRECTOR 


FIVE UNUSUAL 
CHARACTERS 


Condiment King, and Green Loontern, chances 
are good you're going to find your favorite. 

In fact, one character actually almost 
replaced a fan favorite. "The character Cheshire 
was added to the roster for the game for 
no other reason than our studio is based in 
Cheshire, England,” Parsons explains."We were 
so keen on adding her that we cut Zatanna 
from the game to keep the total number of 
characters the same — and then we had an 
immediate change of heart and kept both." 


free-roam, spherical gameplay experiences, am 
more characters and animation than any of our 
games has had before." 

And just because this is a Batman game, 
don't think you're going to be stuck with only 
the Bat-family as playable characters. Parsons 
hints at many unexpected characters in the 
game, which features more than 150 of DC's 
finest. Whether it's mainstream (if not huge) 
characters such as Cyborg, Beast Boy, Cheetah, 
and Shazam, or the truly esoteric like Bat-Cow, 


KRYPTO THE SUPERDOG 


MR. MXYZPTLK 









Manage your own farm in Farming Simulator 15's open world filled with improved 
details and visual effects thanks to a brand new graphics and physics engine! 
Harvest, breed animals, sell fresh products and drive over a hundred authentic 
farm vehicles. Get started in a brand new activity: woodcutting! Invest your profits 
and develop your farm, alone or with up to 15 friends! 
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erhaps news that series director Tet- 
suya Nomura has left Final Fantasy XV 
in the hands of Hajime Tabata to focus 
on Kingdom Hearts III full time has you pumped. 
One of the most wanted role-playing games is 
finally in development after all these years. It's 
been almost a decade since 2005's Kingdom 
Hearts II — oh, how fa r we've come from those 
PS2-era polygons — and many fans have 
understandably wondered if they'd ever see 
Sora, Rikku, and Kairi all armored up as adult 
Keyblade Masters. Unfortunately, the game is 
still looking at a very late 2015 or 2016 release 
window before the long-overdue conclusion to 
Sora's story winds up in your hands, 
j But that gives you plenty of time to 
reacquaint yourself with the series' chaming 
worlds. This December, you can grab Kingdom 
Hearts HD2.5 Remix, the follow-up to last year's 
Kingdom Hearts HD three-game update. Like 
HD 1.5 Remix, Kingdom Hearts II comes packed 
with two fully playable games ( Kingdom Hearts 
II: Final Mix and Kingdom Hearts: Birth By Sleep 
Final Mix), plus a cinematic adaptation of 


another DS installment ( Rexoded. Kingdom 
Hearts 358/2 Days received similar treatment in 
the HD 1.5 Mix). It's no doubt easier to rip out 
the cutscenes than figure out how to reduce 
a dual-screen game to something suitable for 
a television screen. This second wave of HD 
updates allows old friends to brush up on their 
Kingdom Hearts lore — a substantial amount 
has accumulated over the course of seven titles 
— and new players to get caught up, all before 
the third title finally arrives. 

Despite all three games' being handicapped 
in the graphics department — if not by age, 
then by technology — Kingdom Hearts HD 1.5 
Remix proved that Nomura's cartoony art direc¬ 
tion makes HD remasters that look aesthetically 
pleasing, not just "passable." Sure, it shows its 
lines here and there; it's hard not to, a decade 
later. Beyond the superficial, the Kingdom 
Hearts series set itself apart through gameplay 
more than brand association, even though the 
Disney household name probably helped, and 
it still stands out as one of the most engaging 
action-RPGsofalltime. S 
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D Projekt RED studio head Adam 
Badowski knows The Witcher2: Assas¬ 
sins of Kings won over many new fans 
to the monster-slaying adventures of Geralt of 
Rivia. But he also knows many of these players 
struggled through the game's first few frustrat¬ 
ing hours without a whole lot of guidance. 

Plenty of gamers remain eager to explore 
this role-playing universe that takes its cues 
from the underutilized rich tapestry of Slavic 
myth. The Witcher III: Wild Hunt is the first game 
in the series to release on the new console 
generation, as well as the first to debut on a 
Sony platform, but players won't face the same 
inscrutable wall here. Wild Hunt is actually a 
perfect place for series newcomers to start, 
Badowski says. 

"We learned a lesson with The Witcher 2," he 
says. "The pacing in the prologue this time is 
a lot friendlier. It ramps up a lot more slowly: 
You get introduced to the world, to the life of 


a Witcher, the unique features of the universe. 
You have time to get familiar with the most 
important plot elements and characters, and 
that will allow both veterans and newcomers to 
get comfortable with the game." 

Beyond that, however, players won't be 
thrown into the vast open landscape, expected 
to fend for themselves. Instead, they'll be eased 
into the massive game world — 35 times the 
size of The Witcher 2— so they're prepared for 
the epic journey that lies ahead. 


"And the epicness increases as the story 
unfolds," Badowski says. "You start with smaller 
tasks that help ease you into the world, and 
everything grows from there." 

So if you've avoided The Witcher in the past 
because you thought it seemed too complex or 
obtuse, you have no such excuse with the third 
iteration. It's the adventure all RPG fans have 
been waiting for on the new console genera¬ 
tion — and besides, epic fantasy and twisty 
intrigue are all the rage now, right? G 


"YOU START WITH SMALLER TASKS THAT HELP EASE YOU INTO THE 
WORLD, AND EVERYTHING GROWS FROM THERE." 
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■ ou won't encounter Krimp Shield Master, a hulking, armored 
Uruk who's as cold and calculating as they come, when you 
I play Middle-earth: Shadow ofMordor. But for us, he was our 
ultimate rival, the one who humbled us repeatedly, thanks to his impen¬ 
etrable armor and highly trained cadre of bodyguards at the ready. 

But you'll find your own distinct rival when you get your hands on 
the game, and that's just as cool. That's the great thing about Shadow 
ofMordor, a spectacular open-world action-adventure from Monolith 
Productions — and why it oozes true replayability: Thanks to the 
game's innovative, addictive Nemesis system, you make your own 
organic rivalries based on your own specific actions. The fact that the 
game does justice to J.R.R. Tolkien's beloved fantasy setting of Middle- 
earth is really just icing on the cake. You and Sauron's army of Uruks 
are the true stars here, and any one of these snarling baddies can 
rise up through the ranks and become a feared warchief should they 
defeat you on the field of battle. 

The Nemesis system isn't the only thing that'll keep you playing 
Shadow ofMordor, though. The core gameplay is a mix of the stealth ele¬ 
ments you'll find in the likes of Assassin's Creed and the smooth, counter- 
based combat seen in the Batman: Arkham games. For our money, 
Shadow of Mordot executes its stealth even better than the former series, 
and its intense, brutal encounters throughout the cutthroat landscapes 
of Mordor are the true equal of the latter. 
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BUY THIS CAME NOW at WALMARTand WALMART.COM 


THANKS TO THE GAME'S INNOVATIVE, ADDICTIVE NEMESIS SYSTEM, YOU MAKE YOUR OWN ORGANIC 
RIVALRIES BASED ON YOUR OWN SPECIFIC ACTIONS. 


The game also crafts a tale that feels like it matches the epic scope 
of Tolkien's novels or Peter Jackson's blockbuster takes on The Lord 
of the Rings and The Hobbit. Protagonist Talion, a valiant Ranger of 
Gondor, exudes the likability and tenacity of Viggo Mortensen's Ara- 
gorn alongside the steadfast loyalty and stubbornness of Sean Bean's 
Boromir. Like any good hero of Middle-earth, tragedy befalls Talion 
early on, but he finds an unlikely partner in a legendary Elven smith 



who imbues our protagonist with substantial powers that include the 
ability to dominate Uruks — transforming foe into friend, and turning 
the tide of battle in his favor. 

Really, one of the only major issues we have with Shadow ofMordor is 
that there's just not as much of it as we'd like, since the game offers only 
two areas of Mordor to explore. The first, the desolate Valley of Udun, 
is home to the Black Gate, an iconic landmark that any fan of Jackson's 
films will instantly recognize.The second section — the lush, green Sea 
of Nurnen — provides players with a far different look at the brutal land 
ofMordor, but it's not quite enough.Thankfully, the expansive, ever- 
changing Nemesis system makes the world, as a whole, feel a lot bigger 
than it really is. 

But here's the truth: We'd much rather Monolith Productions master 
the formula here in a smaller world than bite off more than they can 
chew the first time out. After all, what's Tolkien without a trilogy, right? 
Middle-earth: Shadow of Mordor seems primed for plenty of sequels, and 
it's a strong contender for 2014's game of the year. 6 
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CALL OF DUTY:* 

ADVANCED WARFARE 

□ BROUGHT TO YOU BY BRADYGAMES 


One of the biggest innovations in Call of Duty®: Advanced Warfare is the powerful Exo Suit, which can bestow 
upon players a range of potent abilities, from defensive to informational. These Exo Abilities can give you an edge 
in an engagement, often just enough to score one or more additional guaranteed kills. 


EXO ABILITIES 

Exo Abilities are powered by a limited battery 
that drains while the ability is used. Once 
depleted, you cannot recharge the battery. The 
Overcharged Perk enhances battery life, and the 
Fast Hands Perk allows you to activate abilities 
more quickly. Both are important for a build 
making heavy use of abilities (especially a build 
running the Tactician Wildcard to use two Exo 
Abilities simultaneously). 

Some Exo Abilities can be spotted at a distance. 
For example, the Overclock ability puts a yellow 
glow on the Exo Suit, while the Stim ability has a 
green glow. In the case of Stim in particular, this 
can warn you if your target will take a few extra 
bullets to down. 


Deploying the shield is much faster with the Fast 
Hands Perk, to the point that it is a viable snap 
defense against being surprised by an enemy at 
the wrong range for your weapon. You can also 
use the Exo Shield to gain a few seconds on an 
objective, which can often be just long enough 
to secure it. 



TACTICAL GEAR 

For veteran Call of Duty® players, Exo 
Abilities are very similar to the "Tactical" 
equipment slot, though they have their 
own unique quirks. 



Exo Shield 

Quickly deploy a 
portable shield attached 
to your arm. 

The Exo Shield blocks all frontal 
shots, can be used to melee an 
enemy (two hits to kill), and doesn't block your 
feet unless you are crouched. You can even use 
the Exo Shield in mid-air. 



You can extend the Exo Shield and retract it; you 
don't have to burn the entire battery with one 
use. In fact, if you're careful, you can block a few 
enemies before it expires. 

Exo Overclock 

Gain a temporary 
speed boost. 

Overclock offers boosted 
movement speed. Unlike 
other Exo Abilities, it does not 
have an activation animation. 

This is critical because it means that you can 
trigger it when you need it most, and you don't 
have to drop your weapon to do so. For builds 
focused on speed or objective running, Overclock 
is extremely useful. 




Exo Mute Device 

Silence your footsteps. 

The Mute Device actually 
does a bit more than 
silencing your footsteps: 
it also dampens all sound 
around you, making it easier to hear enemy 
sounds. If you activate the Mute Device before 
moving into hostile terrain and you have 
a good audio setup, you can often detect 
enemies before they're aware of your presence. 

This ability pairs well with a stealth build, though 
be aware that you can only use it for a short 
time. It is best used when you need to sneak a 
flag in CTF, or if you want to ambush campers 
or defenders who won't hear you coming. Mute 
Device is also highly map-dependent. If you're 
making heavy use of Exo movement, the sound 
dampening won't benefit you quite as much, 
given your increased visibility. 

■ 

Exo Stim 

Temporarily generate 
health beyond 
normal levels. 

Stim gives you bonus health 
for a short time, which is all you 
need to triumph in a heads-up 
firefight against another player. Stim is also 
extremely useful on builds with many defensive 
Perks and gear. It amplifies the effect of Perks 
like Flak Jacket, or the utility of the Heavy Shield. 
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These Guides are available at Walmart and Walmart.com 
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ONE ©ONE WITH 

MIKE LAIDLAW 

CREATIVE DIRECTOR / DRAGON AGE: INQUISITION 


WGC: Was the plan always that an entire 
game would center on the Mages-versus- 
Templar conflict like Inquisition seems to? 
Mike Laidlaw: The idea of the Mages and Tem¬ 
plars has always been a major theme running 
through Dragon Age, and it's one that BioWare's 
always held onto as one of the core conflicts. 
Inquisition, as a concept, and having this as one 
of the major struggles is something we've had 
on the books that we really wanted to bring to 
a head and have the player make a big choice 
about and have it tearing the world apart. 

But it isn't, by any means, the only thing 
we've had cooking for Dragon Age. We've got an 
ancient blight that keeps sending things up and 
Archdemons buried underground. We've got 
mysteries of ancient gods. We've apparently got 
a maker who has abandoned all of creation. Or 
has he? We don't know, because everything in 
the Dragon Age world is wrapped in myth and 
politics, and a lot of it is all point-of-view, and 
the victors wrote the history — and how much 
you can trust is a fundamental question. 

WGC: How do you decide which companions 
from previous Dragon Age games come back 
and which new ones you'll meet? 

ML: When we look at the number of compan¬ 
ions, how many we want to bring back and 
how many new ones we want to add, I have a 
general philosophy, which is that the Dragon 
Age games are built to be accessible to some¬ 
one who's brand-new to the series. If you've 
never played it, you should be able to dive right 
in, because it's a new hero, it's new part of the 
world, and it's always a new crisis. 

So, they're games about a place and a time. 
We don't say that we need a particular char¬ 
acter because they had a major role before. 
Instead, what we look at is this: What's the 
crisis we're presenting, and what's the crux of 
the story? Also, which of our previous charac¬ 
ters would have the most interesting, dynamic, 
and contentious views on the things that are 
happening around the world? And those are 
the ones that you want to bring back. There 
are some characters that had very strong 


feelings about previous events, but this one 
doesn't matter to them. You don't want those 
characters there. 

WGC: You guys are adding multiplayer this 
time around, a first for the Dragon Age 
series. Could you give us some details on 
what players can expect? 

ML: What Dragon Age: Inquisition is doing for 
multiplayer is bringing a four-player coopera¬ 
tive, dungeon-crawling experience, for the first 
time, to the Dragon Age franchise. Luckily, this 
is a pretty logical fit. All of the games, since the 
beginning, have been about four characters 
working together, as a team, with complemen¬ 
tary abilities, in order to face down overwhelm¬ 
ing odds. 

When we saw what the Frostbite engine 
could do and the different opportunities and 
the success of multiplayer in Mass Effect 3, we 
saw we were on to something, because we'd 
already built a core game where you see how 
mages work and how warriors work, where 
you see how to be the tank or be the damage 
dealer, and all those skills transfer directly into 
the multiplayer experience 

WGC: Can you tell us about the dungeons 
players will explore in multiplayer? 

ML: The dungeons are made up of different 
locations around the world. They have different 
themes. Some are kind of Orlesian; there are 
some ancient ruins. You'll go down under¬ 
ground into the Deep Roads. All of these differ¬ 
ent locales have different routes through them, 
and the routes are dynamically generated and 
dynamically populated. 

WGC: When you play Dragon Age: Inquisition, 
what will your personal custom character 
be like? 

ML: I'd say a female Warrior with a sword and 
a shield. A classic. The team's doing a lot of 
damage, but I'm knocking those guys down 
and taking them out and knocking them out 
of commission. That is, to me, just such a satisfy¬ 
ing, visceral feel. 6 


□ nee a reviewer for a gaming web¬ 
site, Mike Laidlaw joined BioWare 
for Jade Empire, lending his writing 
skills to that action-RPG, inspired by ancient 
China, before becoming one of the key 

( architects of the Dragon Age u niverse. Now, 
with the power of the new generation of 
consoles, he's ready to give gamers a fantasy 
RPG the likes of which they've never seen 
from BioWare in the form of the franchise's 
latest chapter, Dragon Age: Inquisition. 
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AUEI\IWARE$ 

ALIENWARE ALPHA 

LIBERATE YOUR 
LIVING ROOM. 

A full Steam library and the big-screen 
excitement of console play is now on your TV. 


Alpha arrives ready to go including a bundle of games and cool in-game-items. 


^ TEAM BIG PICTURE 

An exciting library of over 500 games. 


SSli EAMC 

Join the free Steam community 
with over 75 million gamers. 



EASY SET UP 

Alpha simple interface gets you gaming 
quickly, straight out of the box. 


A POWERFUL GAMING 

Latest processing and graphics 
delivering true 1080p gaming to your TV. 


AVAILABLE HOLIDAY 2014 

Expanded assortment and more info 
available on walmart.com/alienwarealpha 


(Intel) (inteO /jntep 

inside" inside" inside" 

CORE i3 CORE i5 CORE i7 


Featuring Intel® Core" Processors 




GEAR UP FOR YOUR FAVORITE GAME 
THIS HOLIDAY SEASON 


Featuring the Razer DeathStalker gaming keyboard, Razer Naga gaming mouse, 
Razer Kraken Pro gaming headset, and Razer Goliathus Speed Edition soft mouse mat. 


Enjoy $10 Rollback on select Razer product. 
Available in select Walmart.stores and on Walmart.conr 

•Offer valid from November 1st, 201A through January 20th, 2015. Cannot be combined with any other of 


www.razerzone.com 







